The purpose of this study was to explore the relationships among employees' usage intention pertaining to mobile information devices, focusing on subjective judgement, technology acceptance tendency, information sharing behavior and information transfer. A research model was established to verify several hypotheses. The research model based on integrated concepts of knowledge management and technology acceptance modeling. Participants were employees of enterprises in Taiwan, selected by combining snowball and convenience sampling. Data obtained from 779 e-surveys. Multiple-regression analysis was employed for hypothesis verification. The results indicate that perceived ease-of-use of mobile devices was affected by computer self-efficacy and computer playfulness directly; meanwhile, perceived ease-of-use directly affects perceived usefulness. In addition, perceived ease-of-use and perceived usefulness can predict information-sharing behavior in a positive manner, and impact knowledge transfer as well. Based on the research findings, it suggested that enterprises should utilize mobile information devices to create more contact with customers and enrich their service network. In addition, it is recommended that managers use mobile devices to transmit key information to their staff and that they use these devices for problem-solving and decision-making. Further, the staff's skills pertaining to the operation of mobile information devices and to fully implement their features are reinforced in order to inspire the users' knowledge transfer. Enhancing the playfulness of the interface is also important. In general, it is useful to promote knowledge transfer behavior within an organization by motivating members to share information and ideas via mobile information devices. In addition, a well-designed interface can facilitate employees' use of these devices.
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Introduction
When taking a comprehensive view of the knowledge economy era, it is clear that knowledge has become an important competitive element [1] [2] . To knowledge intensive organizations, knowledge, even though, was the core of their key competency [3] . The American Productivity and Quality Center (APQC) defines knowledge management as a behavior that systematically enables information and knowledge to grow, flow, and further produce values [4] . The act of knowledge management is "a process to deliver right knowledge to right people at right time, and to help its sharing and further improve organizational operations" as specified by O'Dell & Hubert [5] . In the report "The Knowledge-based Economy" from The OECD (Organization for Economic Co-operation and Development) [6] : it is suggested that an economical structure based on knowledge and information acting as the foundations for production, distribution and utilization will be a main model for future economic development. Knowledge-based output is already contributing to more than 50% of the OECD member nations' GDP (Gross Domestic Product). Economic growth and productivity enhancements in organizations rely on effective knowledge management of manpower and information technology [7] .
Snowden [8] : as well as Gorelick, Milton and April [9] : note that the development of knowledge management has developed through several phases: the information supporting decision making phase, the implicit and explicit knowledge transfer phase, and lastly, knowledge development synthesis. Wong [10] points out that in a developed information and communications environment, information transfer is much faster and without frontiers. Knowledge promotes organizational knowledge more intensively and becomes the most important driver for enterprise success. The purpose of data transmission was to provide a comprehensive information for decision making via members' analysis process. Finally, the information to be an essential mechanism for value and wisdom decision making [11] [12] [13] [14] [15] .
In addition, the global economy has been affected by the 911 events in the United States, the Iraq and Afghanistan wars, China's rise of economic power, global warming, the near-collapse of the global economy as well as major developments pertaining to new technology networks and broadband. In addition, factors such as the rapidly growing popularity of digital reading, more advanced mobile devices and smart phones have affected how knowledge is transferred. Although core aspects of modern knowledge management have not fundamentally been altered, there is more variation in regard to implementation approaches [5] . UK engaged in mobile technology from early 1940's. However, until 1990's to gain concrete prototype due to the limitation of technology development. The portable device was too big to carry out in the pocket. Dependent on the progress of information and communication technology that portable device to be implemented into commerce and decision making field as part of knowledge management [16] . O'Sullivan [17] points out that the integration of knowledge management and mobile information devices makes it possible to conduct knowledge management and knowledge sharing outside of the office setting. It is further emphasized that with mobile information devices, an organization's members can conduct knowledge management anytime and anywhere, and therefore master information sharing and knowledge transfer better, leading to more effective decision making [18] [19] [20] [21] .
By reviewed knowledge management literature [22] [23] [24] [25] [26] [27] [28] : it found that most empirical studies focus on issues related to key success factors pertaining to knowledge management in large enterprises, especially on effects of transfer and post-transfer of exclusive knowledge in organizations. There have been fewer studies related to key success factors pertaining to implementing knowledge management systems for small and medium-sized businesses. Davenport and Klahr [29] : Wong [30] point out that the success factors for implementing knowledge management in large enterprises versus small and medium enterprises are different. Due to their size, large enterprise organizations have designated departments or personnel who are required to promote knowledge management activities. Due to limited resources, small and medium-sized enterprise organizations need more specific decisions take in regard to implementation; therefore, the leader is of key importance when it comes to promoting knowledge management. David & Chesebrough [31] note that knowledge management can enhance the competitive advantage for small and medium-sized enterprises. In an empirical study, Edvardsson [32] found that for small and medium-sized enterprises, knowledge management can not only improve decision quality, enhance productivity, raise market share and lower cost, but also enhance profit and innovation. Obviously, Knowledge sharing is the priority in the knowledge management [33] . Yet, Knowledge sharing behavior to be impacted by working environment positively [34] . In practical, the goal for enterprises to promote knowledge was focus on organization change, process improvement, enhance the quality of product or service, or cultivating their competencies [35] [36] . Because of the serious situation of changing market, globalization and competiveness, employees' turnover rate etc., therefore, knowledge gain, knowledge transfer, and knowledge creation become the priority for enterprise to coping with such issues positively [37] [38] [39] [40] .
Compare with the small and medium enterprises (SMEs) in Taiwan, SMEs of other countries were engaged in knowledge management conceptual construction for cultivating their competency [41] [42] . A dramatic development for SMEs in Taiwan dependents on the input of resource from Taiwan Government, however, the performance and outcome need to further evaluation [43] . In a review of Taiwan's economic development survey in "White Paper of Small and Medium Enterprises" [44] indicate that in 2013, Taiwan's SME business and employment shows growth positively. Report reflect that SMEs reached a new peak of 1,330,000, which accounted for 97.64%, and total 8,588,000 to be haired with employment rate of 78.3%. This shows that small and medium-sized enterprises are playing a major role in the economic growth in Taiwan. In recent years, European and US markets have been declining, often affecting the profitability of overseas orders for Taiwanese enterprises. Therefore, small and medium-sized enterprises have to expand actively into overseas markets. Through knowledge transfer, optimal efficacy for enterprises can obtained. This will maintain operational profitability. Therefore, issues related to implementing knowledge management in small and mediumsized enterprises become more and more important. Thus, this paper primarily focuses on knowledge management, specifically discussing the use of mobile information devices as media for knowledge transfer, and explores cause-effect relationships among the following variables pertaining to current employees of Taiwanese enterprises: "subjective judgement" and "technology acceptance tendency", "information sharing behavior" and "knowledge transfer". The goal is to promote effective models for organizational communication and decision-making quality and speed. The study results expected to provide material for further use in academic studies and to enhance enterprise knowledge management decision pertaining to related applications.
Theoretical background and hypothesis
In order to enhance their competitive advantage, organizations systematically preserve and apply their own knowledge through information systems. This is also an important approach for enterprises when it comes to implementing knowledge management [29] [45] . Even if an organization vigorously promotes knowledge management in order to use accumulated knowledge to enhance their competitiveness, the organizational members' willingness to embrace such knowledge transfer is an important factor for the organization in promoting knowledge management [46] [47] . In order to evaluate the tendency of organizational members to use technology for conducting knowledge management, a technology acceptance model is used. The behavioral intention of an organization's members pertaining to conducting knowledge transfer becomes an important measure; hence, the related literature to be discussed below.
The relationship among external variables and the technology acceptancemodel
In order to effectively explain and predict the behavioral intention of information technology users, Davis [48] applied Fishbein and Ajzen's [49] rational behavior theory and planned behavior theory as a basis, combined with the Technology Acceptance Model (TAM) applied to information systems.
With TAM as a starting point, Venkatesh and Davis [50] developed the TAM2 model. They included societal influences (personal standards, autonomy, image) and perception tool flows (subjective judgement, output quality, result clarity and perceived usefulness): as well as behavioral model-related theories (action theory, work motivation theory, behavior decision theory) in order to define and develop cause and effect relationship models. However, action theory, work motivation theory and behavior decision theory all show that behaviors connected from mental representation to tools; hence, the extended specific behavior model will be linked to higher level personal work objectives. Based on TAM2, the model will use mental representations in order to evaluate acts between important work objectives and use of the system, showing a pattern of basic behavior for responsive judgment to use performance (i.e. "perceived usefulness"). Hence, the study considers that "subjective judgement" combined with perceived judgment. In other words, a direct effect applied on "perceived usefulness", means that in their experience, user acceptance has already been connected to "subjective judgement", where it includes the importance to work persistent [51] : mission skill fitness [52] : and perceived fitness [53] . In addition, Kim's [54] empirical study on the relationship between mobile phone use and work included studying aspects covering various business sectors. The results show that no matter what kind of profession, "subjective judgement" viewed as an important factor in considering technology's practicality. Davis [48] also shows that whether people tend to use or not use the application depends on whether it will be helpful to job execution. Apparently "perceived usefulness" can be treated as "the degree to which a person believes that using a specific system will enhance his or her work". Hence, the study raises the following hypotheses: H1 null hypothesis: The "subjective judgement" has a significant positive effect on "perceived usefulness".
H1 alternative hypothesis: The "subjective judgement" no positive effect on "perceived usefulness".
Further, Bandura [55] discusses "self-efficacy", which is considered be an individual's capability judgment toward achieving specific work, indicating that such capability will change along with individual growth and experiences. Wangpipatwong, Chutimaskul and Papasratorn [56] propose "computer self-efficacy" as a significant factor for an individual determining to use a computer. Compeau and Higgins [57] consider "computer self-efficacy" to have an important role in forming personal feelings and behaviors. Venkatesh [58] considers "computer self-efficacy" as an important decision factor pertaining to "perceived ease-of-use". In the literature on user technology acceptance, the most frequently explored relationship is that of the effect of "computer self-efficacy" on "perceived ease-of-use" (e.g. Venkatesh & Davis [50] ; Venkatesh [58] ). This literature also focuses a lot on "perceived ease-of-use". Yi and Hwang [59] : Summarizing previous studies, found that technology acceptance behavior studies mainly focused on the effects of "self-efficacy" on "perceived ease-of-use" [50] : and lack of self-evaluation [57] [58] . This indicates that individual high computer self-efficacy will raise an individual's computer use frequency, using it for more recreational activities and experience less computer anxiety. Hence, this study proposes the following hypothesis: H2 null hypothesis: The "computer self-efficacy" has a significant positive effect on "perceived ease-of-use".
H2 alternative hypothesis: The "computer self-efficacy" has no positive effect on "perceived ease-of-use".
It was further noted in related literature that "computer playfulness" influence use behavior [60] [61] [62] [63] . In the research model of Yi and Hwang [59] : computer playfulness and computer anxiety were not originally included, while both two variables found to have the effect of dominating system use experience toward "perceived ease-of-use" [64] . Therefore, Venkatesh [58] proposed to bring "computer playfulness" in as a decisive factor in "perceived ease-of-use". Davis et al. [65] found that "computer playfulness" significantly affects computer technology acceptance. When studying the difference between gaming and traditional training, Venkatesh [66] : found that a higher level of "perceived ease-of-use" existed in game training. Because game training is able to induce the user with higher level of interest and thus induces internal motivation in favor of generating ease of use perception, Venkatesh [50] proposed that internal motivation involves the user's cognitive "perceived ease-of-use". When synthesizing related study results, it found that system use experiences affect an individual's interest in using the system and significantly affect personal perception of system complexity, showing that interest guides a system user toward a "perceived ease-of-use" experience [64] . Related studies support the relationship between user internal motivation and computer use efficacy through "computer playfulness" [67] . Furthermore, in related literature, the effect of "computer playfulness" on "perceived ease-of-use" had verified, for example in Igbaria, Parasuraman and Baroudi [68] . They found that the user tends to utilizes "computer playfulness" as intrinsic motivation for computer use. Their results indicate that "computer playfulness" and use behavior have a positive correlation. Moon and Kim [69] extends the technology acceptance model and applied it to the World-wide Web, and found that in addition to "perceived ease-of-use" and "perceived usefulness", "computer playfulness" is a factor affecting one's attitude towards the Internet. It found that three factors all have a positive effect on user computer attitude, and that "computer playfulness" was further affected by "perceived ease-of-use" directly. Accordingly, the study raises the following hypothesis: H3 null hypothesis: The "computer playfulness" has a significant positive effect on "perceived ease-of-use".
H3 alternative hypothesis: The "computer playfulness" has no positive effect on "perceived ease-of-use".
The impact of the technology acceptance model on user behavior tendency and information sharing TAM mainly used to explain, evaluate and predict a user's acceptance of information system [48] [49] . Davis [48] adopts original rational behavior theory and planned behavior theory as basis for his model and re-inspecting the user's computer acceptance theory, thus proposing a technology acceptance model modification, proposing that "perceived usefulness" and "perceived ease-of-use" are important factors influencing user technology acceptance. Davis [48] develops a proper rating scale for the two variables "perceived usefulness" and "perceived easeof-use", and conducted related empirical research. These arguments supported in analysis results of two studies by Adams, Nelson and Todd [70] . Specifically, when using rating scales, study results support that psychological properties of "perceived usefulness" and "perceived ease-of-use" confirm the assumptions, and that a cause-effect relationship exists between these two variables. Several empirical studies have adopted TAM as their theory basis, including Adamson and Shine [71] who explore banking finance agents' user satisfaction with terminal information systems. Ahn, Ryu and Han [72] studied user behavior of web shopping; Brown and Jayakody [73] explores e-commerce user behavior toward B2C (Business to Customer) information systems. All results verify that "perceived ease-of-use" have a significant positive effect on "perceived usefulness". Accordingly, the study proposes the following hypothesis:
H4 null hypothesis: The "perceived ease-of-use" will affect "perceived usefulness" positively.
H4 alternative hypothesis: The "perceived ease-of-use" will not affect "perceived usefulness" positively.
Davis' [48] found that the correlation between "perceived usefulness" and user behavior is significantly higher than that of "perceived ease-of-use" and user behavior. Venkatesh and Davis [74] point out that in TAM assumptions "use behavior intension" affected by "perceived ease-of-use". In addition, user's cognition needs toward endeavor level and "perceived usefulness" and, to some extent, use of the system, enhance the user's personal cognition and selfwork performance.
Venkatesh and Davis [74] propose that TAM is an adaptive adjustment of Theory of Reasoned Action (TRA): in that the objective is to understand external variables related to the user's information technology acceptance and actual system use behavior at the work site. External variables such as subjective judgement, computer self-efficacy, computer playfulness, user participation in system design and development. To generate an effect at a certain level toward "perceived usefulness" and "perceived ease-of-use" [49] [75]. Jackson, Chow and Leitch [76] point out that in the TAM model "use behavior intention" influences the attitude of the system user and their subjective cognition, proving with predictive power that this variable enhances personal work performance.
In a study from 2008 evaluating user acceptance of advanced mobile communication services, López-Nicolás, Molina-Castillo and Bouwman [77] find that information technology acceptance frequently affected by "use behavior intention". Also, a study of continuous use of mobile networks [78] : a study of use of online learning by hi-tech company engineers [79] : and a study of consumers' attitudes toward using mobile TV service [80] all found that both "perceived ease-of-use" and "perceived usefulness" have a positive effect on "use behavior intention". Thus, the study proposes the following hypotheses: H5 null hypothesis: The "perceived usefulness" has a significant positive effect on "use behavior intention".
H5 alternative hypothesis: The "perceived usefulness" has no positive effect on "use behavior intention".
H6 null hypothesis: The "perceived ease-of-use" has a significant positive effect on "use behavior intention".
H6 alternative hypothesis: The "perceived ease-of-use" has no positive effect on "use behavior intention".
Erdelez and Rioux [81] define "information sharing" as a complete process of an individual sharing his/her own information, or acquired information from others. Besides, Erdelez and Rioux [81] argued that information sharing and gaining should combined as a sound information sharing behavior. Both behaviors must combine in order to have complete information sharing behavior [82] . Davis and Venkatesh [83] Venkatesh and Davis [50] propose that when "perceived usefulness" focused on knowledge transfer in businesses or professional fields, this pertains to small range and centralized focus-type of information and represents cognition at a higher level. The meaning of "perceived ease-of-use" pertains more to personal leisure and everyday life information sharing, focusing on large range and popular information and representing lower-level cognition. In the knowledge economy era of keen competition, enterprise organizations must effectively acquire, store, accumulate, share and apply knowledge, to ensure operational advantages [84] . Currently, networks are developing quickly. Therefore, at the individual level, information sharing behavior needs to exert more efficacy in order to influence society and organizations in a powerful manner. Thus, the study proposes the following hypothesis: H7 null hypothesis: The "perceived ease-of-use" variable has a significant positive effect on "information sharing behavior".
H7 alternative hypothesis: The "perceived ease-of-use" variable has no positive effect on "information sharing behavior".
The effectiveness of information sharing behavior on knowledge transfer
Quinn, Anderson and Finkelstein [85] consider that in the post-industrial era, organizational key success factors have been transferred from tangible assets management to human intelligence and systems management because growth of new economic industries are mostly created by the expertise of specialized professionals. Nonaka and Konno [86] define "knowledge transfer" as interaction of implicit and explicit knowledge among individuals and organizations, and thus generating effective knowledge transfer. Gilbert and Gordey-Hayes [87] consider that "knowledge transfer" must go through a dynamic learning process involving knowledge acquisition, communicating, acceptance and assimilation phases in order to function properly. In Kramer and Wells' [88] empirical study, it found that "knowledge transfer" develops via participative ergonomics with network relationships among members. In the transfer process, participative ergonomics can use to observe and record the "knowledge transfer" process, and then combine this with networks so that specific procedures and steps can be constructed for the transfer process. Hsiao, Tsai, and Lee [89] consider that "knowledge transfer" is an expert practice pertaining to work content that through certain transmission methods leads to complete knowledge transfer, achieving the objective of the knowledge transmission. Davis and Venkatesh [83] note that "information sharing" mainly means sharing behavior pertaining to low-level actions. While "knowledge transfer" content is more focused on practicality, i.e., the so-called "perceived usefulness"; if compared to "information sharing", "knowledge transfer" is sharing specific to a certain theme. Venkatesh and Bala [90] propose that "knowledge transfer" pertains to high-level goals. Newell [91] , Musen [92] , and Senge [93] adopted the use of "knowledge base system perspective" and "learning perspective" pertaining to various perspectives in order to explain knowledge transfer. Based on the perspectives presented above, this paper considers "information sharing behavior" focused on computer knowledge-based sharing and repeated use. Focusing on computers equipped with a standard data format, there is no need to consider the problem of whether receiver is able to receive or not. While Senge's [93] "learning perspective" focused on empiricism and considering that knowledge cannot be independent from the context, it is here considered that knowledge transfer must take place in interaction with the opposite side or group, so that after successful transfer, it will manifest as action capability of the other party. Accordingly, the study proposes the following hypotheses:
H8 null hypothesis: The "use behavior intention" variable has a significant positive effect on "information sharing behavior".
H8 alternative hypothesis: The "use behavior intention" variable has no positive effect on "information sharing behavior".
H9 null hypothesis: The "information sharing behavior" variable has a significant positive effect on "knowledge transfer".
H9 alternative hypothesis: The "information sharing behavior" variable has no positive effect on "knowledge transfer".
Research design

Instrument development
The instrument consisted of "perceived usefulness" (4 items): "perceived ease-of-use" (3 items): "subjective judgement" (4 items): "computer self-efficacy" (4 items): and "computer playfulness" (4 items) which were retrieved from Venkatesh and Bala (2008). Moreover, "usage intention" (4 items) was obtained from López-Nicolás, Molina-Castillo and Bouwman [77] ; "information sharing behavior" (3 items) was gained from Yu, Lu and Liu [94] : and "knowledge transfer" (3 items): was selected from Lee, Lee and Kang [95] . Hence, the instrument contained 8 factors and 30 items in total. The Likert 5-point scale was employed as the ranking system from "strongly agree" (5 points) to "strongly disagree" (1 point). The expertise committee invited four professors, two national level industry researchers, one enterprise general manager, two enterprise officers and three educational administrators to evaluate the content validity. The Cronbach's α for the instrument was 0.934. The sub-scales were 0.760 to 0.953 and all passed the validity criteria [96] [97] [98] .
Instrument validation
Regarding to instrument validation, confirmatory factor analysis (CFA) used in verification of convergent validity and discriminant validity. Anderson and Gerbing [99] suggest that an instrument that passes the CFA based one-factor loading test reaches the significant level (p < .05) via the model's convergent validity verification. The results show that all items reached the significant level, reflecting that the items belonging to each factor are valid in measuring the same concept (see Table 1 ). The composite reliability (CR) and average variance extracted (AVE) used to test the validity and reliability of the instrument as well [100] . According to Bagozzi and Yi's [101] recommendations, the CR and AVE values should be greater than .50 in order to demonstrate that the item quality is acceptable. The test results show that all but one factor passed the standard (see Table 1 ); only the CR value for "computer playfulness" was slightly lower than required. However, in order to retain the integrity of the instrument, this this factor was included. Anderson and Gerbing [99] note that pairwise factor comparison used in order to determine discriminate validity. Constrain the correlation of pairwise factors as 1 and that Δdf = 1 (freedom degree discrepancy) reached the significant level (p < .05). Meanwhile, none of the CI of 8 factors crossed 1.0 (see Table 2 ): which supported the discriminate validity of the instrument.
Sampling
The employees who invited to participate in this study selected from small and medium enterprises (SME) in Taiwan. Because it was difficult to require enterprise workers to participate An empirical research on subjective judgement, technology acceptance tendency and knowledge transfer and the return rate was relatively low [103] : snowball and convenience-sampling methods combined to collect data. The e-survey's web address was forward to the researchers' colleagues and employees at other companies, asking ask them to participate in this study. Data collection took place from July 20 to September 20, 2012. Total 1,100 forms returned, from which 779 valid questionnaires selected for data analysis. The rest of the questionnaires were of low quality, including missing answers or inconsistencies among answered items.
Hypothesis model
The proposed model (Fig 1) established based on theory. The technology acceptance model is the core theory used in this study. In addition, various external variables explored, including "subjective judgement", "computer self-efficacy" and "computer playfulness". These affected internal variables of technology acceptance tendency at the individual level, such as "perceived usefulness", "perceived ease-of-use", "usage intention" and "information sharing behavior". Then, the dependent variable, "knowledge transfer", predicted at the group level based on the individual level variable "information sharing behavior".
Results
Sample background
Regarding to characteristics of demographic variables (see Table 3 ): the number of males and females was about equal (male = 50.8%, female = 49.2%). Employees between the ages of 25 and 44 (75.4%) made up the main age group. Employees who had earned a bachelor's degree (49.6%) made up the largest group in regard to education. Employees in the educational service field (38.9%) were in the majority. The prevalent company size was having 201 or more employees (58.2%). The largest group when it came to seniority was those with less than 3 years' experience (39.8%). The prevalent group in this study pertaining to job responsibility consisted of front-line workers (49.9%).
Differential analysis
The results of differential analysis presented in Table 3 . Independent t-test and One-way ANOVA conducted to examine the significant difference of the total mean score of survey. It found that male's (M = 3.91, SD = 4.60) total mean score (t = -3.892, p < .001) higher than female (M = 3.79, SD = 4.19). Results reflected that male's information usage at work tendency higher than female. In addition, the industry (F = 5.305, p < .001) was educational service field (M = 
Model verification
The path analysis had conducted through multiple linear regression in order to determine the correlation of pairwise factors and to test the causal relationships of the hypothesis model. The following describes the test results.
(1) The effect of "subjective judgement" and "perceived ease-of-use" on "perceived usefulness". The "subjective judgement" and "perceived ease-of-use" variables had used as independent variables, and "perceived usefulness" was the dependent variable in order to determine the causal relationship (see Table 4 ). The result shows that the multiple regression coefficient R is .720. R 2 is .518, which reflects that "perceived usefulness" to be predicted positively by "subjective judgement" and "perceived ease-of-use". The explained variance reached An empirical research on subjective judgement, technology acceptance tendency and knowledge transfer Table 4 . Path analysis coefficient summary of "subjective judgment" and "perceived ease of use" to "perceived usefulness". An empirical research on subjective judgement, technology acceptance tendency and knowledge transfer 51.8%. The path from "subjective judgement" (β = .668, p < .001): and "perceived ease-of-use" (β = .095, p < .001) to "perceived usefulness" both reached significant levels. Moreover, the "subjective judgement" scored higher than "perceived ease-of-use" as demonstrated by standard path coefficients. The H1 and H4 null hypothesis had supported by statistical test and rejected the alternative hypotheses.
Independent variables
(2) The effect of "computer self-efficacy" and "computer playfulness" on "perceived ease-of-use". The "computer self-efficacy" and "computer playfulness" variables be put as independent variables, and "perceived ease-of-use" was put as the dependent variable in order to determine the causal relationship (see Table 5 ). The results show that the multiple regression coefficient R is .519, and that R 2 is .269, reflecting that "perceived ease-of-use" to be predicted positively by "computer self-efficacy" and "computer playfulness". Further, the explained variance reached 26.9%. The path from "computer self-efficacy" (β = .327, p < .001) and "computer playfulness" (β = .273, p < .001) to "perceived ease-of-use" both reached significant levels. Moreover, the "computer self-efficacy" scored slightly higher than "computer playfulness" as demonstrated by standard path coefficients. The H2 and H3 null hypothesis had supported by statistical test and rejected the alternative hypotheses.
(3) The effect of "perceived usefulness" and "perceived ease-of-use" to "usage intention". The "perceived ease-of-use" and "perceived usefulness" be put as independent variables, and "usage intention" was put as the dependent variable in order to determine the causal relationship (see Table 6 ). The results show that the multiple regression coefficient R is .354, and that R 2 is .125. This reflects "usage intention" could predicted positively by "perceived ease-of-use" and "perceived usefulness". The explained variance reached 12.3%. The path from "perceived ease-of-use" (β = .257, p < .001): and "perceived usefulness" (β = .177, p < .001) to "usage intention" both reached significant levels. Moreover, the "perceived ease-of-use" scored slightly higher than "perceived usefulness", as demonstrated by standard path coefficients. The H5 and H6 null hypothesis had supported by statistical test and rejected the alternative hypotheses. Table 6 . Path analysis coefficient summary of "perceived ease of use" and "perceived usefulness" to "usage intention". (4) The effect of "perceived usefulness" and "usage intention" on "information sharing behavior". The "perceived usefulness" and "usage intention" be put as independent variables, and "information sharing behavior" was put as the dependent variable in order to determine the causal relationship (see Table 7 ). The results show that the multiple regression coefficient R is .562, and that R 2 is .315. This reflects "information sharing behavior" could predicted positively by "perceived usefulness" and "usage intention". The explained variance reached 31.5%. The path from "usage intention" (β = .375, p < .001): and "perceived usefulness" (β = .333, p < .001) to "information sharing behavior" reached significant levels. Moreover, the "usage intention" scored slightly higher than "perceived usefulness" as demonstrated by standard path coefficients. The H7 and H8 null hypothesis had supported by statistical test and rejected the alternative hypotheses.
(5) The effect of "information sharing behavior" on "knowledge transfer". The "information sharing behavior" put as the independent variable, and "knowledge transfer" put as the dependent variable in order to determine the causal relationship (see Table 8 ). The results show that the multiple regression coefficient R is .452, and that that R 2 is .204. This reflects that "knowledge transfer" could be predicted positively by "information sharing behavior" (β = .452, p < .001). The explained variance reached 20.4%. The H9 null hypothesis had supported by statistical test and rejected the alternative hypothesis. The overall model estimation results presented in Fig 2 by structural equation modeling (SEM) and the hypotheses test result presented in Table 9 . All hypotheses be supported based on statistical tests. As described above, "perceived usefulness" can be predicted by "subjective judgement" (β = .668, p < .001) and "perceived ease-of-use" (β = .213, p < .001); further, "perceived ease-of-use" to be predicted by "computer self-efficacy" (β = .327, p < .001) and "computer playfulness" (β = .273, p < .001). The variable "usage intention" can be affected by "perceived usefulness" (β = .177, p < .001) and "perceived ease-of-use" (β = .257, p < .001). The variable "information sharing behavior" can be predicted by "perceived usefulness" (β = .333, p < .001) and "usage intention" (β = .375, p < .001). In addition, "knowledge transfer" will be affected by "information sharing behavior" (β = .452, p < .001). The findings Table 7 . Path analysis coefficient summary of "perceived usefulness" and "usage intention" to "information sharing behavior".
Unstandardized 
Model fit test
The goodness of fit of the proposed model (Fig 1) was satisfactory (χ 2 = 7.762, df = 3, p>.05).
Further, all other model fit indices were acceptable: χ 
Conclusions and suggestions
Academic contributions
Regarding to academic contributions, these testing results of convergent validity and discriminant validity in the scale chart show that the measurement standards had matched. With further cross-validation, similarly support in the measuring model can handle different sample groups and can be used as an academically related study tool.
Further, in terms of practice, when employees utilize mobile equipment, more contact points with customers will be created, products and services can be directly provided to customers, and services can be enhanced [104] . Frolick and Chen [105] consider that in a competitive environment, mobilization allows the organization to conduct sales and provide services An empirical research on subjective judgement, technology acceptance tendency and knowledge transfer to customers anytime and anywhere. Mobile equipment can provide important information to employees, so that employees working together can obtain timely information in order to make time-effective decisions. In other words, when the enterprise conducts business process reengineering (BPR): the introduction of mobile information devices enhances employees' productivity, and through mobilized knowledge sharing, BPR can become more time effective. Based on the conclusions of this study, when an enterprise adopts mobile information devices for mobilized knowledge sharing BPR, the following advice regarding decision-making provided:
(1) Enhance perceived ease-of-use It can inferred from the results of regression analysis that based on the perceived ease-ofuse in the technology acceptance model members of the organization will be affected by computer self-efficacy and computer playfulness. Therefore, in order to allow members of the organization to feel at ease using mobile information device, it is important to:
(a) Enhance computer self-efficacy The organization could offer operational education related to and training in knowledge management systems, and promote the services of the internal IT team of the organization in order to mitigate fear of and resistance to using mobile information devices. The organization could even use a knowledge management system in order to establish and enhance the organizational members' computer self-efficacy and their feeling of ease and willingness to use the system. This will help the organization achieve its knowledge transfer objectives.
(b) Enhance computer playfulness Design of mobile information device and knowledge management system interfaces must based on intuitive and interesting principles. A user-friendly and captive design style helps the members of the organization members feel at ease when using the system. This will naturally enhance utilization.
(2) Enhance perceived usefulness Regarding to the aspect of system usefulness, except effects of system ease of use, this mainly comes from the perception of whether the mobile information device is substantively helpful to the employee's assigned work. Hence, the personal subjective judgment about the usefulness of a mobile information device and a knowledge management system is a key point. Therefore, the organization should strongly promote applications of mobile information devices and knowledge management systems using encouragement, and expand privileges related to using mobile information devices and knowledge management for work-related tasks, so that the use of mobile information devices and knowledge management systems could increase.
(3) System design Organization members' use tendencies in regard to mobile information devices and knowledge management systems are more affected by system ease of use than system usefulness. Specifically, information sharing behavior affected by personal use tendency and system usefulness. In other words, in order to enable an organization's members to participate in information sharing, organizations still must rely on both system usefulness as well as personal use tendency. When an organization's members are willing to engage in information sharing, knowledge transfer can accomplish. They will able to actively share information and learn to develop knowledge from information and thereby succeed in regard to knowledge transfer.
Generally speaking, organization can rely on the use of mobile information devices and knowledge management systems for the overall process design of work executions. They can utilize BPR so that members use self-identified common sense and their professional subjective judgement in order to utilize mobile information devices and knowledge management system at work. Matched up with interest in system interface design and education and training in information system operation and applications, the computer self-efficacy of the organization's members can be enhanced, thereby effectively affect personal technology acceptance among the organization' members. Taking this understanding of information sharing and knowledge transfer behavior into consideration, organizational knowledge can enhance with active knowledge retrieval, storage, transmission, application and innovation. Organizations can thereby further enhance their organizational knowledge competitiveness and reach sustainable operation objectives.
Limitations and recommendations for future research
In regard to sampling representativeness, the study's selected participants worked in Taiwan. The industry sectors included educational services, finance and insurance, manufacturing, IT and communications as well as other industries. The participants' positions include all levels of the hierarchy, since enterprise sampling difficult to acquire [106] . Sampling representativeness could therefore have been more specialized. On the aspect of reliability and validity checking, some items are lower than the standards. However, in order to maintain the integrity of the design, these retained in the model. In addition, the awareness difference towered information and communication technology by gender should considered for promotion strategy [107] . Accordingly, it recommended that further studies should adopt more samples and conduct replicated reliability and validity tests in order to verify the reliability and validity of study scales. It is also recommending that future studies focus on information security and other related issues. 
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